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GAMING DEVICE HAVING DUAL EVALUATION SCHEME 

COPYRIGHT NOTICE 
5 A portion of the disclosure of this patent document contains or may 

contain material which is subject to copyright protection. The copyright 
owner has no objection to the photocopy reproduction by anyone of the 
patent document or the patent disclosure in exactly the form it appears in 
the Patent and Trademark Office patent file or records, but otherwise 
10 reserves all copyright rights whatsoever. 

DESCRIPTION 

The present invention relates in general to a gaming device, and 
more particularly to a gaming device having a wildcard symbol that affects 
15 other symbols in a same row, column or set as said wild card symbol, and 
wherein the game exercises two evaluations in determining the player's 
award. 

BACKGROUND OF THE INVENTION 
20 It is well known in the gaming industry to replace one symbol for 

another. In video poker, for example, the player discards unwanted cards 
(or symbols) and keeps desired cards (or symbols). Another well known 
concept related to symbol changing is the wildcard or wild symbol. A 
conventional wild symbol normally operates to stand for each and every 
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non-wild symbol of the game, so that the wild symbol produces any win 
that each non-wild symbol or each combination having that non-wild 
symbol produces, wherein the combination is created in conjunction with 
other non-wild symbols. 

Referring to Figs. 3A through 3C, three screens of a central display 
device 30 (described in Figs. 1A and 1B) illustrate the known operation of 
a wild symbol. Screen 30 of-Fig:-3A illustrates a wild symbol "W", a heart 
and a cherry on one payline or one row of symbols of a slot machine 
gaming device. If the only non-wild symbols that the game includes are 
the heart and the cherry, then screens 30 of Figs. 3B and 3C illustrate the 
complete effect of the wild symbol "W. Screen 30 of Fig. 3B figuratively 
illustrates that the wild symbol stands for or in the place of a heart symbol 
on the payline or row of symbols. Screen 30 of Fig. 3C figuratively 
illustrates that the wild symbol stands for or in the place of the cherry 
symbol on the payline or row of symbols. 

It is also known to provide a gaming device that changes one or 
more non-wild symbols into a wild symbol, whereafter the changed wild 
symbol stands for each and every non-wild symbol of the game. For 
example, in a base game of a gaming device having a plurality of reels 
and displaying a plurality of rows of symbols, known gaming devices can 
change one or more non-wild symbols on the same reel as a randomly 
generated wildcard symbol. 



Wildcards or wild symbols are well known in base games as well as 
bonus games of gaming devices. For example, in video poker, a wildcard 
can stand in the place of any other numbered or face card. A wildcard 
can turn two sevens into three of a kind. A wildcard can also produce a 
5 "straight" in a hand otherwise having four of the set including an ace, king, 
queen, jack and a ten. 

PCT application No. PCT/AU97/00121 entitled, Slot Machine Game 
with Roaming Wild Card, having a publication date of September 4, 1997, 
discloses a bonus game example. In this application, a slot machine 
10 having a video display contains a plurality of rotatable reels with game 
symbols. When the player receives a triggering symbol or combination, 
the game produces a bonus or wild symbol. The bonus or wild symbol 
moves from game symbol to game symbol temporarily changing the game 
symbol to a wild symbol. If the change results in a winning combination, 
15 the player receives an award. 

In known non-bonus gaming systems, i.e., in the base game having 
a plurality of reels, the games evaluate the effect of a wild symbol one 
time. Thus, if a wildcard creates a ndw winning combination on a payline 
of a known slot machine, wherein the payline already contains a winning 
20 combination separate and apart from the\new winning combination via the 
wildcard, the known slot machine will pay the separate winning 
combination once and the new combination once via the wild symbol. 
Known games thus spins the reels, pay oiii the combinations, change 




non-wild symbols to wild s^nbols and pay out the combinations which 
include the changed symbolsX They do not perform a total re-evaluation 
and pay all combinations again.X 

In general, gaming machines count winning combinations once. 
5 That is, when one or more symbols change and potentially create one or 
more new winning combinations, known games will credit the player for 
winning combinations prior to the "change and then the new w[nning 
combinations, but will not repay non-changing combinations on a second 
evaluation. Gaming device manufacturers constantly strive to develop 
2 10 new games and new and exciting ways to award players. 

q SUMMARY OF THE INVENTION 

iU The present invention provides a method for evaluating a player's 

O 

* 3 award in a game, wherein one symbol of the gaming device changes into 

15 another. Specifically, the present invention provides a new method of 
evaluating winning combinations of symbols when one or more of the 
symbols changes and a winning combination exists before the change 
and a new winning combination exists after the change. The present 
invention applies to a gaming device having one or more reels, wherein 
20 each reel has a plurality of symbols. The present invention also applies to 
a bonus round of a gaming device, wherein the bonus round displays a 
plurality of changeable symbols. The present invention further applies to 
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any video card game wherein one card having a symbol or number 
replaces another of such cards. 

The present invention preferably employs a video monitor, wherein 
the symbols are simulated and changing the symbols includes replacing 
5 one simulated symbol with another preferably through an entertaining and 
exciting method. Alternatively, the present invention can employ a 
mechanical symbol display having a mechanism to change the symbols or 
a method to indicate that a symbol has changed. 

In one preferred embodiment, the present invention provides a 

10 method for evaluating a player's award in a game wherein one wild 
symbol turns other symbols wild. The method of the present invention 
involves a two step award evaluation. In one step, the game provides all 
awards for predetermined symbols and combinations thereof, including 
winning combinations produced by a wild symbol. If the player receives a 

15 winning combination coupled with the wild symbol, the first step pays for 
both the winning combination and the winning combination coupled with 
the wild symbol. The wild symbol can function alternatively, such as 
standing in the place of certain symbols but not in place of each symbol of 
the gaming device. 

20 In a second step, the game awards all awards for predetermined 

symbols and combinations thereof produced after the wild symbol has 
changed one or more non-wild symbols to a wild symbol. This step 
includes awarding the player for combinations previously awarded in the 
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first step, which may or may not have been the result of the wild symbol. 
The preferred embodiment applies to symbol generating gaming devices, 
such as slot machines, as well as video card gaming machines that 
generate playing cards having number or face card symbols. 

In another embodiment, the present invention provides a method 
for evaluating a player's award in a game wherein one symbol substitutes 
for or replaces" another symbol. -The methods again involves a two step 
award evaluation. In one step, the game provides all awards for 
predetermined symbols and combinations thereof, before the substitution 
or replacement. In a second step, the game provides all awards for 
predetermined symbols and combinations thereof produced after the 
substitution or replacement. This step includes awarding the player for 
combinations previously awarded in the first step, which remain after the 
substitution or replacement. This embodiment also applies to slot 
machines as well as video card games. 

It is therefore an object of the present invention to provide a 
gaming device wherein one symbol substitutes for or replaces another 
symbol, and wherein the game provides awards for all winning symbols 
and winning combinations of symbols before said substitution or 
replacement and for all winning symbols and combinations of winning 
symbols after said substitution or replacement. 

Other objects, features and advantages of the invention will be 
apparent from the following detailed disclosure, taken in conjunction with 




the accompanying sheets of drawings, wherein like numerals refer to like 
parts, elements, components, steps and processes. 

BRIEF DESCRIPTION OF THE DRAWINGS 
5 Fig. 1A is a perspective view of one embodiment of the gaming 

device of the present invention; 

Fig. 1 B is a-perspective view of another embodiment of the gaming 
device of the present invention; 

Fig. 2 is a schematic block diagram of the electronic configuration 
10 of one embodiment of the gaming device of the present invention; 

Figs. 3A through 3C are schematic views of three screens of a 
display device illustrating the prior or known effect of a wild symbol; 

Fig. 4 is a front elevational view of a display device having a 
sample paytable, which includes a plurality of winning symbol 
15 combinations for a slot machine of the present invention; 

Figs. 5A and 5B are front elevational views of a display device 
including the preferred method of the present invention in a slot machine 
embodiment, wherein a preferably randomly generated wild symbol 
replaces every other non-wild symbol on a reel associated with the wild 
20 symbol; 

Figs. 6A and 6B are front elevational views of a display device 
including the preferred method of the present invention in a slot machine 
embodiment, wherein a preferably randomly generated wild symbol 



7 



i rs 

cn 



replaces one or more, but not ail, non-wild symbols on a row associated 
with the wild symbol; 

Figs. 7A and 7B are front elevational views of a display device 
including the preferred method of the present invention in a slot machine 
5 embodiment wherein a preferably randomly generated wild symbol 
replaces all the non-wild symbols on a row associated with the wild 
symbol; 

Figs. 8A and 8B are front elevational views of a display device 
0 including the preferred method of the present invention in a slot machine 

10 embodiment, wherein a preferably randomly generated wild symbol 
replaces one or more, but not all, non-wild displayed symbols on a reel 
associated with the wild symbol; 

Figs. 9A and 9B are front elevational views of a display device 
including the preferred method of the present invention in a slot machine 
15 embodiment, wherein a preferably randomly generated wild symbol 
replaces one or more, but not all, non-wild displayed symbols on a row 
and reel associated with the wild symbol; 

Figs. 10A and 10B are front elevational views of a display device 
including the preferred method of the present invention in a slot machine 
20 embodiment, wherein a preferably randomly generated wild symbol 
replaces all the non-wild symbols on a row and a reel associated with the 
wild symbol; 
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Figs. 11A and 11B are front elevational views of a display device 
including the preferred method of the present invention in a slot machine 
embodiment, wherein a preferably randomly generated wild symbol 
replaces all displayed non-wild symbols of a particular kind; 
5 Fig. 12 is a front elevational view of a display device having a 

sample paytable, which includes a plurality of winning playing card 
combinations for a poker game embodiment .of the present invention; 

Fig. 13 is a front elevational view of a display device including the 
preferred method of the present invention in a poker game or card game 
10 embodiment; 

Figs. 14A and 14B are front elevational views of a display device 
including the alternative method of the present invention in a slot machine 
embodiment, wherein the game replaces one or more symbols with one or 
more different symbols; and 
15 Figs. 15A and 15B are front elevational views of a display device 

including the alternative method of the present invention in a poker or card 
game embodiment, wherein the game replaces one or more symbols with 
one or more different symbols. 
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DETAILED DESCRIPTION OF THE INVENTION 
Gaming Device and Electronics 
Referring now to the drawings, two embodiments of the gaming 
device of the present invention are illustrated in Figs. 1A and 1B as 
5 gaming device 10a and gaming device 10b, respectively. Gaming device 
10a and/or gaming device 10b are generally referred to herein as gaming 
device 10. Gaming device 10 is preferably a slot machine having the 
5 controls, displays and features of a conventional slot machine. It is 

m 

constructed so that a player can operate it while standing or sitting, and 
ijjj 10 gaming device 10 is preferably mounted on a console. However, it should 
r be appreciated that gaming device 10 can be constructed as a pub-style 

p table-top game (not shown) which a player can operate preferably while 

^ sitting. Furthermore, gaming device 10 can be constructed with varying 

cabinet and display designs, as illustrated by the designs shown in Figs. 
15 1A and 1B. Gaming device 10 can also be implemented as a program 
code stored in a detachable cartridge for operating a hand-held video 
game device. Also, gaming device 10 can be implemented as a program 
code stored on a disk or other memory device which a player can use in a 
desktop or laptop personal computer or other computerized platform. 
20 Gaming device 10 can incorporate any primary game such as slot, 

poker or keno, any of their bonus triggering events and any of their bonus 
round games. The symbols and indicia used on and in gaming device 10 
may be in mechanical, electrical or video form. 
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As illustrated in Figs. 1A and 1B, gaming device 10 includes a coin 
slot 12 and bill acceptor 14 where the player inserts money, coins or 
tokens. The player can place coins in the coin slot 12 or paper money or 
a ticket voucher in the bill acceptor 14. Other devices could be used for 
5 accepting payment such as readers or validators for credit cards or debit 
cards. When a player inserts money in gaming device 10, a number of 
credits corresponding to the amount deposited is shown in a credit display 
16. After depositing the appropriate amount of money, a player can begin 
the game by pulling arm 18 or pushing play button 20. Play button 20 can 

10 be any play activator used by the player, which starts any game or 
sequence of events in the gaming device. 

As shown in Figs. 1A and 1B, gaming device 10 also includes a bet 
display 22 and a bet one button 24. The player places a bet by pushing 
the bet one button 24. The player can increase the bet by one credit each 

15 time the player pushes the bet one button 24. When the player pushes 
the bet one button 24, the number of credits shown in the credit display 16 
decreases by one, and the number of credits shown in the bet display 22 
increases by one. 

At any time during the game, a player may "cash out" and thereby 

20 receive a number of coins corresponding to the number of remaining 
credits by pushing a cash out button 26. When the player "cashes out," 
the player receives the coins in a coin payout tray 28. The gaming device 
10 may employ other payout mechanisms such as credit vouchers 
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redeemable by a cashier or electronically recordable cards, which keep 
track of the player's credits. 

Gaming device 10 also includes one or more display devices. The 
embodiment shown in Fig. 1A includes a central display device 30, and 
the alternative embodiment shown in Fig. 1B includes a central display 
device 30 as well as an upper display device 32. Gaming device 10 
preferably displays a plurality of reels 34, preferably three to five reels 34 
in mechanical or video form at one or more of the display devices. 
However, it should be appreciated that the display devices can display 
any visual representation or exhibition, including but not limited to 
movement of physical objects such as mechanical reels and wheels, 
dynamic lighting and video images. A display device can be any viewing 
surface such as glass, a video monitor or screen, a liquid crystal display 
or any other static or dynamic display mechanism. If the reels 34 are in 
video form, the display device for the video reels 34 is preferably a video 
monitor. 

Each reel 34 displays a plurality of indicia such as bells, hearts, 
fruits, numbers, letters, bars or other images which preferably correspond 
to a theme associated with the gaming device 10. Furthermore, gaming 
device 10 preferably includes speakers 36 for making sounds or playing 
music. 

As illustrated in Fig. 2, the general electronic configuration of 
gaming device 10 preferably includes: a processor 38; a memory device 



12 



40 for storing program code or other data; a central display device 30; an 
upper display device 32; a sound card 42; a plurality of speakers 36; and 
one or more input devices 44. The processor 38 is preferably a 
microprocessor or microcontroller-based platform which is capable of 
5 displaying images, symbols and other indicia such as images of people, 
characters, places, things and faces of cards. The memory device 40 can 
include random access memory (RAM) 46 for storing event data or other 
data generated or used during a particular game. The memory device 40 
can also include read only memory (ROM) 48 for storing program code 

10 which controls the gaming device 10 so that it plays a particular game in 
accordance with applicable game rules and pay tables. 

As illustrated in Fig. 2, the player preferably uses the input devices 
44, such as pull arm 18, play button 20, the bet one button 24 and the 
cash out button 26 to input signals into gaming device 10. In certain 

15 instances it is preferable to use a touch screen 50 and an associated 
touch screen controller 52 instead of a conventional video monitor display 
device. Touch screen 50 and touch screen controller 52 are connected to 
a video controller 54 and processor 38. A player can make decisions and 
input signals into the gaming device 10 by touching touch screen 50 at the 

20 appropriate places. As further illustrated in Fig. 2, the processor 38 can 
be connected to coin slot 12 or bill acceptor 14. The processor 38 can be 
programmed to require a player to deposit a certain amount of money in 
order to start the game. 
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^-p It should be appreciated mat although a processor 38 and memory 

device 40 are preferable implementations of the present invention, the 
present invention can also be implemented using one or more application- 
specific integrated circuits (ASIC's) or other hard-wired devices, or using 
mechanical devices (collectively refeVred to herein as a "processor"). 
Furthermore, although the processor 38 land memory device 40 preferably 
reside on eachgamingdevice 10 unitHt-is possible to provide some or all 
of their functions at a central location such as a network server for 
communication to a playing station such as over a local area network 
(LAN), wide area network (WAN), Internet connection, microwave link, 
and the like. The processor 38 and memor\ device 40 is generally 
referred to herein as the "computer" or the "controlter." 

With reference to Figs. 1A, 1B and 2, to operate the gaming device 
10 in one embodiment the player must insert the appropriate amount of 
money or tokens at coin slot 12 or bill acceptor 14 and then pull the arm 
18 or push the play button 20. The reels 34 will then begin to spin. 
Eventually, the reels 34 will come to a stop. As long as the player has 
credits remaining, the player can spin the reels 34 again. Depending 
upon where the reels 34 stop, the player may or may not win additional 
credits. 

In addition to winning credits in this manner, preferably gaming 
device 10 also gives players the opportunity to win credits in a bonus 
round. This type of gaming device 10 will include a program which will 
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automatically begin a bonus round when the player has achieved a 
qualifying condition in the game. This qualifying condition can be a 
particular arrangement of indicia on a display device. The gaming device 
10 preferably uses a video-based central display device 30 to enable the 
5 player to play the bonus round. Preferably, the qualifying condition is a 
predetermined combination of indicia appearing on a plurality of reels 34. 
As illustrated in the five reel slot game shown in Figs.-1A and 1B, the 

C3 

In qualifying condition could be the number seven appearing on three 

??* 

CO adjacent reels 34 along a payline 56. It should be appreciated that the 

zl 10 present invention can include one or more paylines, such as payline 56, 
f wherein the paylines can be horizontal, diagonal or any combination 

C3 thereof. 

it! 

~ Preferred Method - Slot Machine Embodiment 

15 Referring now to Fig. 4, a well known paytable 100 having a 

plurality of winning symbol combinations that will aid in the description of 
the present invention is illustrated. All gaming devices, including slot, 
poker and other card machines include some form of winning symbol list 
or paytable that informs the player of symbols or symbol combinations 
20 that produce an award for the player. On gaming device 10b, for 
example, the upper display device 32 can contain the paytable. Paytable 
100 includes: a winning combination 102 of two cherries that yields five 
credits to the player; a winning combination 104 of two hearts that yields 
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ten credits to the player; a winning combination 106 of three cherries that 
yields fifty credits to the player; and a winning combination 108 of two 
hearts and a cherry that yields one hundred credits to the player. 

Referring now to Figs. 5A and 5B, one preferred method of the 

5 present invention is disclosed in a slot machine embodiment. Figs. 5A 
and 5B both include the central display device 30, three reels 34a, 34b 
and 34c and three paylines 56ar56b and 56c. Figs. 5A and-5B .illustrate a 
plurality of randomly generated symbols, some of which, namely the heart 
and the cherry, are located on the paytable 100 of Fig. 4. The paytable 

10 100 of Fig. 4 is to be used in conjunction with the description of Figs. 5A 
and 5B. 



/^yj> y F '9- 5A also includes aWeferably randomly generated wild symbol 
110 shown as a "W" on reel 34b and payline 56a. Fig. 5B illustrates that 
the game of the present example maintains a feature whereby the 
15 randomly appearing wild symbol 1TC) on the central display device 30, as 
indicated by Fig. 5A, in turn replaces or substitutes for every display 
symbol on the wild symbol's associated reel, 34b, into a wild symbol, as 
indicated by Fig. 5B. The preferred method of the present invention 
evaluates the player's winnings, accordinguo a predetermined paytable, in 
20 two steps. \ 



evaluates or finds all winning symbols and symbol combinations before 
the wild symbol replaces or substitutes for any other symbols. The wild 




In a first step, one preferred method of the present invention 
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symbol 110 on reel 34b and payline 56a of Fig. 5A preferably has the 
effect described above in Figs. 3A and 3B. The wild symbol stands in the 
place of a cherry symbol and/or a heart symbol. Along payline 56a, then, 
the player wins fifty credits for the three cherries appearing on the reels 
5 34a, 34b and 34c. Paylines 56b and 56c produce no winning 
combinations. 

The first step of the method of the present invention provides fifty 
overall credits to the player. It should be appreciated that the first step 
can alternatively not give the wild symbol the effect described in Figs. 3A 

10 and 3B, namely to stand in the place of all non-wild symbols, and still 
award credits for any award generating non-wild symbol or combinations. 
It should also be appreciated that the implementor of the present 
invention can design one or more reels or otherwise design a game 
wherein the player is guaranteed or predetermined to obtain one or more 

15 wild symbols. For instance, in Figs. 5A and 5B, the implementor can 
place a wild symbol 110 on every third position of a reel, so that the player 
is guaranteed to receive one wild symbol 110 on that reel. It should 
further be appreciated that the present invention contemplates any award 
including but not limited to credits, multipliers, a number of picks from an 

20 award set or any combination thereof. 

In a second step, one preferred method of the present invention 
evaluates or finds all winning symbols and symbol combinations after the 
wild symbol 110 replaces the other symbols. The wild symbol "W" on reel 
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34b and paylines 56a, 56b and 56c of Fig. 5B have the effect described 
above in Figs. 3A and 3B. Along payline 56a, as before, the player wins 
fifty credits for the three cherries appearing on the reels 34a, 34b and 34c. 
Along payline 56b, the player now wins 100 credits for the two hearts and 

5 a cherry appearing on the reels 34a, 34b and 34c. Along payline 56c, the 
player now wins ten credits for a heart-heart combination appearing on 
reels 34a and 34b. 

The second step of the method of the present invention provides 
160 overall credits to the player. Both steps provide 210 credits to the 

10 player. It should be appreciated that any award produced in the first step 
is included or counted again in the second step along with any new 
winning symbol or symbol combinations produced by the expanding wild 
symbol. In this example the awards produced along payline 56a are 
included or counted again in the second step. 

15 Figs. 5A and 5B disclose one preferred method of the present 

invention in a slot machine embodiment, wherein a preferably randomly 
generated wild symbol 110 replaces every other symbol on a reel 
associated with or containing the wild symbol 110. In a preferred 
embodiment of the preferred method of the present invention, the game 

20 places one or more wild symbols 110 on the middle three of five reels. 
The present invention can place wild symbols 110 on any number and 
combination of reels. The present invention also applies to a plurality of 
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different situations, wherein the wild symbol can replace different 
associated non-wild symbols as discussed in detail below. 

Referring now to Figs. 6A and 6B, one preferred method of the 
present invention is illustrated in a slot machine embodiment, wherein a 
preferably randomly generated wild symbol 110 on a central display 
device 30 replaces one or more, but not all, non-wild symbols on a row 
associated with or containing the wild symbol 110. Figs. 6A and 6B 
include five reels 34a through 34e and three paylines 56a through 56c. 
Fig. 6B illustrates a wild symbol on reel 34c and payline 56a replacing a 
three-bar symbol on the same position in Fig. 6A. The present invention 
contemplates a symbol replacement to the left or right of the preferably 
randomly generated wild symbol 110. The symbol replacement is 
preferably but does not have to be adjacent to the generated wild symbol 
110. The embodiment of Figs. 6A and 6B contemplates any number, less 
than all, of symbol replacements on an associated row. 

Referring to Figs. 7A and 7B, one preferred method of the present 
invention is illustrated in a slot machine embodiment, wherein a preferably 
randomly generated wild symbol 110 on a central display device 30 
replaces all the non-wild symbols on a row associated with or containing 
the wild symbol 110. Figs. 7A and 7B include five reels 34a through 34e 
and three paylines 56a through 56c. Fig. 7B illustrates wild symbols on 
reels 34a, 34c, 34d and 34e and payline 56a replacing the respective 
symbols having the same positions in Fig. 7A. 
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Referring to Figs. 8A and 8B, one preferred method of the present 
invention is illustrated in a slot machine embodiment, wherein a preferably 
randomly generated wild symbol 110 on a central display device 30 
replaces one or more, but not all, non-wild displayed symbols on a reel 

5 associated with or containing the wild symbol 110. Figs. 8A and 8B 
include five reels, 34a through 34e, and three paylines, 56a through 56c. 
Fig. 8B illustrates a wild symbol on reel 34b and payline-56c replacing a 
one-bar symbol on the same position in Fig. 8A. The present invention 
contemplates a symbol replacement on the top or bottom of the preferably 

10 randomly generated wild symbol 110. The symbol replacement is 
preferably, but does not have to be adjacent to the generated wild symbol 
110. The embodiment of Figs. 8A and 8B contemplates any number, less 
than all, of displayed symbol replacements on an associated reel. It 
should be appreciated that the earlier embodiment of Figs. 5A and 5B 

15 illustrated and contemplated replacing all non-wild displayed symbols on 
an associated reel. 



yfl^ ^ Referring to Figs. 9A and 3|B, one preferred method of the present 
invention is illustrated in a slot machine embodiment, wherein a preferably 
randomly generated wild symbol U0 on a central display device 30 
20 replaces one or more, but not all, nontwild displayed symbols on a row 
and reel associated with or containing the wild symbol 110. Figs. 9A and 
9B include five reels 34a through 34e and Three paylines 56a through 56c. 
Fig. 9B illustrates a wild symbol on reel 340y and payline 56c replacing a 
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one-bar symbol on the same position in Fig. 9A. Fig. 9B also illustrates a 
wild symbol on reel 34c and payline 56a replacing a three-bar symbol on 
the same position in Fig. 8A. YThe present invention contemplates a 
symbol replacement on the top, ibottom, left or right of the preferably 
randomly generated wild symbol \1 10. The symbol replacement is 
preferably but does not have to be adjacent to the generated wild symbol 
1 1 0. The embodiment of Figs: 9A and\9B contemplates any number, less 
than all, of displayed symbol replacements on an associated row and reel. 



■sic 
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IM Referring to Figs. 10A and 10B, the preferred method of the 

■a s 

2 10 present invention is illustrated in a slot machine embodiment, wherein a 
preferably randomly generated wild symbol 110 on a central display 
device 30 replaces all the non-wild symbols on a row and a reel 
Ly associated with or containing the wild symbol 110. Figs. 10A and 10B 

%e=f 

-3 include five reels 34a through 34e and three paylines 56a through 56c. 

15 Fig. 10B illustrates wild symbols on reels 34a, 34c, 34d and 34e and 
payline 56a replacing the respective symbols having the same positions in 
Fig. 10A. Fig. 10B also illustrates wild symbols on paylines 56b and 56c 
and reel 34b replacing the respective symbols having the same positions 
in Fig. 10A. 

20 Referring to the embodiments of Figs. 7A and 7B and 10A and 

10B, the game replaced all non-wild symbols of a payline, namely payline 
56a, when the game replaced all the non-wild symbols of the row 
associated with payline 56a. It should first be appreciated that the 
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present invention contemplates replacing every non-wild symbol of a row 
of symbols without replacing every non-wild symbol of a payline at the 
same time. The present invention also contemplates replacing every non- 
wild symbol on a payline even if the payline is completely diagonal or has 
5 a diagonal component. 

Referring to Figs. 11A and 11B, the preferred method of the 
present invention is illustrated in a slot machine embodiment, wherein a 
preferably randomly generated wild symbol 110 on a central display 
device 30 replaces all displayed non-wild symbols of a particular kind. In 

10 this example, the generated wild symbol 110 replaces all generated "7" 
symbols. Figs. 11A and 1 1 B include three reels 34a through 34c and 
three paylines 56a through 56c. Fig. 1 1 B illustrates wild symbols on the 
position of reel 34a and payline 56c and on the position of reel 34b and 
payline 56b replacing the "7" symbols having the same positions in Fig. 

15 11 A. It should be appreciated that the game can replace more than one 
symbol, such as the seven and the heart in Fig. 1 1 A. 

Figs. 11A and 11 B illustrate that the present invention can replace 
non-wild symbols occurring on reels and in rows not associated or not 
including the generated wild symbol 110. It should be appreciated that 

20 the present invention contemplates the game replacing or substituting one 
or more symbols of a reel, row, diagonal line of symbols or any 
combination thereof unassociated with or not containing the generated 
wild symbol 110. 
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Preferred Method - Poker Game Embodiment 
Referring now to Fig. 12, a well known paytable 112 having a 
plurality of winning playing card symbol combinations that will aid in the 
5 description of the card game embodiment is illustrated. The card game 
embodiment is illustrated as a well known five card draw poker game, 
wherein the player receives points or credits for- achieving predetermined 
combinations of playing card values or symbols. 
10 As before, the paytable 112 can appear on the upper display 

55 10 device 32. Paytable 112 includes: a winning combination 114 of two of a 
" y kind (of any playing card values or symbols) that yields five credits to the 

tssss 

q player; a winning combination 116 of three of a kind that yields fifteen 

Ly credits to the player; a winning combination 1 18 of a full house (two of a 

sr —a 

* 5 kind plus three of a kind) that yields fifty credits to the player; and a 

15 winning combination 120 of four of a kind that yields 100 credits to the 
player. Although not shown, paytable 112 can also provide an award for 
obtaining any single playing card, such as an ace. 

Referring now to Fig. 13, the preferred method of the present 
invention is disclosed in a poker game embodiment. Fig. 13 can include 
20 the central display device 30 or the upper display device 32. Fig. 13 
illustrates a plurality of randomly generated playing cards or a hand 122, 
which can form a winning combination according to the paytable 112 of 
Fig. 12. In Fig. 13, the game randomly generated the hand 122 that 
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includes the eight of diamonds, the two of spades, the two of hearts, the 
ace of clubs and the ace of diamonds. 

Fig. 13 also includes a preferably randomly generated wildcard, 
which is one of the playing cards. The game can assign one or more of 
the cards to be a wildcard at any point of the game. In this example the 
game has preferably randomly determined but alternatively predetermined 
that all aces are wildcards, as indieated-by the message 124. The game 
can give any suitable desirable effect to a wildcard, however, the game 
preferably gives the known poker effect to a wildcard. That is, the game 
enables the wildcard to adopt or equate to any desired playing card value 
or symbol. The game can automatically and optimally determine which 
value or symbol with which to equate a wildcard. The preferred method of 
the present invention evaluates the player's winnings, according to the 
paytable 1 12, in two steps. 

In a first step, the preferred method of the present invention 
evaluates or finds all winning playing card and playing card combinations 
before the game activates or equates the wildcard to a particular playing 
card. According to the paychart 112 of Fig. 12 and the hand 122, the 
player wins five credits for a two of a kind winning combination 1 14 for the 
two twos and five credits for a two of a kind winning combination 114 for 
the two aces. The first step of the method of the present invention 
provides ten credits to the player. 
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In a second step, the preferred method of the present invention 
equates the wildcard to one of the other non-wild cards of the hand 122. 
Since the wildcard preferably equates to only one other card, the player or 
game must in the second step optimally decide which non-wildcard of the 
hand 122 with which to equate. Since aces are wild in the hand 122, the 
game or player can equate the two aces to the eight of diamonds and 
create a full house winning combination 118 including three eight's over 
two two's. Alternatively, the game or player can equate the two aces to 
the two's (of spades and of hearts) and create a four of a kind winning 
combination 120. Since, according to the paytable 112 four of a kind 120 
pays better than a full house 118, the game or player preferably equates 
the two aces to the two's. 

In the second step, the player obtains 100 credits for the four of a 
kind winning combination 120. Overall, the player wins 110 credits in the 
poker game employing the preferred method of the present invention. 
Fig. 13 discloses the preferred wildcard effect for the method of the 
present invention in a poker machine embodiment, wherein the wildcard 
equates to one of the other non-wild cards of the hand 122. The present 
invention can alternatively equate the wildcard to each non-wildcard of the 
hand 122. In this embodiment the game provides a plurality of second 
step awards: (i) 100 credits for four two's, and (ii) 50 credits for the full 
house eight's over two's. 
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^> The draw poker game \ preferably contain one or more card 
exchanges, wherein the game enables the player to keep certain cards 
and discard others. That is, the player can for example keep a pair of 
kings and a wildcard and discard auour and a two. The game will issue 

5 two new replacement cards. The game can then enable another card 
exchange. The evaluation method apolies to a draw poker game having a 
card exchange the same as described above. After the game enables the 
player to exchange cards, the game employs the evaluation sequence by: 
(i) providing an award for winning car© combinations present before 

10 activating or equating the wildcard; and (ii) providing an award for winning 
card combinations present after activating or Equating the wildcard. 

Most poker games do not, and likewise the poker game of the 
present invention preferably does not provide a separate award for a full 
house and its constituent three of a kind and two of a kind. Likewise, 

15 poker games generally do not pay for one, four of a kind and two, two of a 
kind combinations. That is, in the alternative embodiment, the game 
equates the wildcard to each non-wildcard but preferably does so for one, 
the most profitable, winning combination. 
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Alternative Method 
Referring now to Figs. 14A and 14B, the present invention 
contemplates an alternative embodiment, illustrated here in connection 
with a slot machine embodiment, wherein the game replaces one or more 
symbols with one or more different symbols. That is, the replacement is 
not a wild symbol. The alternative method still applies a similar two step 
evaluation, wherein the game adds all awards from winning symbols or 
symbol combinations before the replacement to all awards from winning 
symbols or symbol combinations after the replacement. 

The paytable 100 of Fig. 4 applies to and is used to describe the 
alternative slot machine method of the present invention including a 
central display device 30, three reels 34a, 34b and 34c and three paylines 
56a, 56b and 56c. In this example of the present invention the heart 
symbol replaces a "7" symbol. In the first step of the evaluation, the 
player wins 50 credits for obtaining three cherry symbols along payline 
56a. The game then replaces each "7" with a heart symbol, which results 
in the screen of Fig. 14B. 

^ in the second step evaluation\the player again wins 50 credits for 
obtaining three cherry symbols alona payline 56a, 100 credits for the 
heart-heart-cherry combination on reels\34a, 34b and 34c of payline 56b 
and 10 more credits for the heart-heart combination on reels 34b and 34c 
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and payline 56c. The total for the second step evaluation is 160 credits 
and the total for the alternative slot machine embodiment round is 220. 

Referring now to Figs. 15A and 15B, the present invention 
contemplates the alternative embodiment in connection with the poker 
5 game, wherein the game replaces one or more playing cards with one or 
more different playing cards. That is, the replacement is not a wildcard 
replacement wherein one card of a-hand adopts- or equates to another 
card of a hand. In Figs. 15A and 15B, which are evaluated in conjunction 
with the paytable 112 of Fig. 12, one of the displays 30 or 32 includes a 
10 hand 126 and a message 128 indicating that an ace of a suit is replaced 
by an eight of the same suit. 

Fig. 15A includes th* initial hand 126 including an eight of 
diamonds, a two of spades, a two of hearts, an ace of clubs and an ace of 
diamonds. In the first evaluation\of the alternative embodiment, the player 
15 receives five credits for the two oAa kind two's and five credits for the two 
of a kind ace's, according to Fig A 12, for a total of 10 credits. In the 
second evaluation, the player receives 50 credits for a full house eight's 
over two's, according to Fig. 12. The\game contemplates enabling two of 
the same card to exist in one hand a\ the same time, e.g., two eight of 
20 diamonds as illustrated in Fig. 15B. Tha player again preferably does not 
win constituent combinations in the pokeV embodiment. The total win for 
the alternative method poker embodiment is 60 credits. 
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It should be appreciated that in both the alternative slot and poker 
embodiments, more than one symbol can replace more than one different 
symbol as desired by the implementor. In the alternative slot embodiment 
for example, a heart can replace a "7" and a cherry can replace a bar. In 
the alternative poker embodiment, the ace of a suit can be replaced by 
the eight of the same suit and the king of a suit can be replaced by the 
two of the same suit. 

While the present invention is described in connection with what is 
presently considered to be the most practical and preferred embodiments, 
it should be appreciated that the invention is not limited to the disclosed 
embodiments, and is intended to cover various modifications and 
equivalent arrangements included within the spirit and scope of the 
claims. Modifications and variations in the present invention may be 
made without departing from the novel aspects of the invention as defined 
in the claims, and this application is limited only by the scope of the 
claims. 



29 



